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ROHEO ' S OLIEST 
An Adventure in Character Study 

This book contains various events that will make your 
adventures in Romeo's Quest more exciting and realistic;, In 
addition, these readings reveal the true character study in 
the game, because they present you with highly emotional 
si tuations. 

As you read these descriptions, remember to pretend that 
you are actually Romeo. Certain situations could cause you 
great anger or frustration, while others could make you quite 
sorrowful. Sometimes the event will specify how you, as 
Romeo, should feel, but when it does not mention emotions, 
try to discover them on your own. Ask the following 
questions to yourself often. 

1) Being used to the life of the upper class, how does 
it feel when others consider you poor and even give you 
charity"? 

2) Remembering you are completely on your own, do you 
feel a sense of freedom from your family, or are you 
frightened of your situation? 

3) Does the constant thought of Juliet in danger give 
you strength for your quest, or cause you to despair? 
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Follow all instructions carefully and make all necessary 
changes en your Record Sheet, Please overlook any minor 
discrepancies in the events, such as your surroundings or the 
assumed time of day. Above all, don't read these sections 
until they actually occur - their randomness adds the 
elements of surprise and realism to the game. May fate be 
kind to you! 

Mote on Terrain Even ts : 

These readings are in four categories that correspond to 
the four suits of cards. Spades always signify a situation 
you must resolve though battle. Diamonds are generally good 
events, while Clubs are usually bad, The suit of Hearts is 
the most, interesting and important to your study of Romeo. 
These events are simply scenes you see on your journey, which 
affect your emotions in a positive or negative way- All of 
them will change your Weakness level, si. nee it is an 
indicator of the stability of your feelings. 


CHART Events 

Read as instructed by charts in Rules Book 

TERRAIN Events 
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CITY Events 



FINAL Event 


Read when you enter Verona 



HART EVENTS 


c-i 

On F oot 

After searching up and down the river hank, you at last 
find a spot where the water current is slower, due to a 
gradual uphill climb. Amazingly, there is also a series of 
stones here, just perfect for walking on. Carefully you step 
out and after several tense moments, you arrive at the other- 
si de. 

(Continue your turn with the Event phase,) 
Moun ted. 

You have searched the span of the river hank for several 
hours. Suddenly you spot a place where the water doesn't 
seem as deep as everywhere else. You dismount your horse and 
take a closer look, and to your surprise it looks quite 
passable. Gently you lead your steed into the water, and 
although the river is quite wide, you cross to the other hank 
in a short while. 

(Cont inue your turn wit/7 the Event phase.} 


C-2 

On Foot. 

It seems like days have passed since you reached the 
river- No matter where you search, you simply cannot find a 
place which would he safe to cross, The water is too deep to 
walk and the current is too swift to swim. Reluctantly, you 
decide to call it a day. 

(Continue your turn with the Event phase . ) 
Mounted 


Sometimes you wish you hadn't bought your horse, and 
this is one of those times. All day long you have found many 
places where you could have easily swam across, but your 
steed can't do the same. The water is just too deep and 
rough, and your horse is slightly afraid as well. Frustrated 
and longing for tomorrow, you try to get some rest. 
(Continue your turn with the Event phase.) 
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Road 


wh i 1 e wal k i ft g si ong tfis busty path , you noil x ce a sma 1 1 
set of animal tracks that lead into some bushes on the side 
of the road. You hide yourself in the shrubbery, and gather- 
some rocks while you wait. As night falls, you see a furry 
hare dart out of the bush. With one swift throw, you kill it 
in an instant. Picking it up, you think about how tasty it 
will be after some roasting. 

(Add 3 day's food to your Possessions list,) 
Meadow 

Hill upon hill stretch out before you, making it easy to 
spot movement at any distance. After a while you see a 
single sheep far away from you. You begin to walk towards 
it, and notice that it seems rather tired. When you are a 
few feet away you see that it's quite starved, and you 
suppose it must have wandered from its owner. Your hunger 
overcomes your sympathy, and you quietly kill the sheep with 
your weapon . 

(Add 3 day's food to your Possessions list,} 
Forest 

After hunting most of the evening, you have had no luck. 
Just as you are about to end your day, you hear a rustle in 

the trees behind you. A pair of illuminated eyes stands out 
in the darkness of the wood. You draw your weapon just as 
growling fills your ears! You begin to back up, but you trip 
and fall to the ground. Suddenly, from out of the- trees the 
wolf leaps, only to be impaled on your sword that you hold in 
front of you! For the rest of the evening you skin the beast 
and try to shake the fear from your mind. 
(Add 3 day's food to your Possessions list.} 

Houn tai n s 

For several hours now you have been following a mountain 
goat. Fortunately, is has been moving slow enough for you to 
do so, and its frequent stops to nibble green plants give you 
time to catch up with it. Soon, it finds a level spot near a 
small alcove and decides to sleep. After waiting silently 
for an hour, you sneak up on it, raise your weapon, and kill 
the goat with one blow. The large carcass takes a while to 
prepare for eating, but you manage to finish before 
ni ghtf al 1 . 

(Add 5 day's food to your Possessions list,} 


C-4 


AI 1 Ter ra i n 

For hours upon hours you have searched your surroundings 
•without -finding a single set o-f animal tracks- There simply 
is no evidence of anything living in the area you are in, and 
all o-f your looking has made you tired. Longing for the 
elegant meals o-f Verona, you drift oft to sleep with a sigh. 
« Continue your turn with the Sleep phase,} 


C-5 


a i QiIl * 

directions . 


round you 


the eye can see. 


in all 
i s pure 


gca nq. 

Suddenly, you turn around and see the toner. 


Its wal Is at 


pol i -=shed and tr i inmed wi tin 


silver. Flowers of all the colors of the rainbow 

K angi ng by slender 
xi t '• e vd ics» 

"Romeo?" The gleeful yel 1 demands your 
attention, and immediately draws your gaze to the 


lascad^ down from che top j 
F in£s> As you stare in wonder^ you heai* 


open door al 


stands your 


one and only love, Juliet. She herself seems to be 


a tower , 


4- m— -a si-, i—. 3*k 


with pearls. 


As you embrace, your heart swells with a joy that 
promises to be- eternal. 

When you wake up, you feel refreshed beyond 
belief. The dream has lifted your hopes and made 
you feel stronger. You face the new day with 
deter mi n at i on . 

('Decrease your Meakness level to zero and add 1 to 
your Health level.) 



C-6 

usrKn955. "Ti~i£3 howl, i nu Srix no bl own oust youf tlOirCil »f 

and now you must travel through the graveyard without light, 
You trip over a family marker and fall, covering yourself in 
mud from the recent rain. The search is difficult, but you 
soon manage to find the Capulet ' s tomb. 

Your muscles strain as you try to force open the door 
with your crowbar. Your muddy hand slips, and slices across 
the tool's sharp edge. You are too tired to scream as you 
watch yourself bleed, and soon forget, the pain and continue 
with your work. 

Once inside, you find the means to light another torch. 
You begin to remove the sheets which cover the corpses. Soon 
you find your beloved Juliet, pale as the moon. Your body 
shakes with fatigue as you pour the antidote into her mouth. 
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You wait. You pour again and wait. With tears in your eyes, 

you pour a third time. You shake her body and begin to yell, 
but she does not move ! Jul i et i s dead i 

You wake up abruptly and wipe the sweat from your brow. 


the tears of your dream become real 


seems to have little chance of 

day worried and depressed, 

(Add 2 to your Meakness level.} 


ju realize the quest 


succeeding. You begin your 


C-7 


As 

hca-! 


you arise from your knees, you feel 
ore you began your prayer. Your bo 
thank Sod for His divine touch. Deep 
hope that -Juliet feels as well. 
(Add 1 to your Health level,) 


than 
and you 


a little stronger 
y feels r en ewed , 


inside, you 


C~8 


The emptiness in your stomach is no longer there as you 
end your prayer. Also, as you stand and thoughtfully gaze at 
the wooden cross, a wave of calmness overcomes you. All of 
your fears are gone, replaced by hope and optimism. You 
remember that Jesus promised a peace beyond comprehension, 
and you thank Him for it. 
(Decrease your Weakness level to zero.) 


C-9 


As you stand up and prepare to leave the 
church, a priest approaches you and smiles. "1 
have something for you, my son." He hands you a 
sheet of parchment and a small sack. "May -Sod be 
with you," he says, then turns and walks away., 

Vou open the sack to find some coins? 
could have sent this to you? You begin to read 
parchment with curiosity. 


My dear friend Romeo, 

1 hope that you receive this letter 
God's grace f for 1 know you are in need 
encouragement . Please remember that you are in 
prayers always. Accept this gift from me — 
sure you will use it wisely- I shall see you when 
you return. 

In Christ's Love* 
Friar Laurence 

How could he have known where you are? You're only 
guess is that he sent the same letter to several 
churches throughout the land. Before leaving, you 
thank God for your true and loving friend. 
(Add 5 ducats to your Money.) 
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c-io 


Your search for work takes you to the outskirts of the 
town. Soon you are near a small blacksmith's shop, and you 
walk inside. There you find the owner, busy at work on a 
fine shield. "Tell him it's not ready yet and leave!" he 
yel 1 s . 

Taken with surprise, you explain to him that you are 
only looking for work, and didn't intend to bother him. The 
smith sighs and says, "I'm sorry, my hoy, 1 thought you were 
a page from the person who wants this shield! Meed work, you 
say? Well , I'm busy here at the anvil and my stables in the 
back could use some cleaning. I can pay you, of course!" 

Somewhat reluctantly, you accept the job. The work is 
foul and degrating to you, but you still press on. When 
evening arrives, the smith is true to his word and pays you 
gladly. 

(Add 5 ducats to your Money.) 


C-ll 

Most of your day has passed and you still haven't found 
work. But, even though you're discouraged, you decide to 
take a walk down one last, street before giving up. As you 
turn the corner, you see a small pub filled with people. 

When you walk inside, you are amazed at the business the 
owner is doing! Common folk are everywhere, tossing chairs, 
overturning tables, and downing wine constantly. You 

ach the owner behind the counter and guest ion him about, 
the brawling. 

"Oh, it's all in good jest, lad! You're standing in the 
only pub in the city. This is the one place the crowd can 
come for a good goblet of wine, so naturally I'm busy! Did 
you say you needed work? Hop over the counter, lad! This is 
a rough ni ght ! " 

After hours of pouring and washing, the owner says you 
may leave. But before you do, he hands you your wages for 
the night. The weight of the sack makes you smile. 
(Add 10 ducats to your Money,} 



o 

o 


C-12 


You have walked up and down the streets for hours and 
nothing has turned up. You decide to keep looking tor a 
little while longer, but you are getting tired and your feet 
are sore. But first, you sit on a small bench to rest a bit. 

A moment later, an apprehensive old man in green velvet 
garments sits down next to you. He seems very nervous, and 
his voice cracks as he begins to speak. 

"Young man, could I ask you a question? Please forgive 
me, but I have been watching you for most of the day, and I'm 
certain I know what is troubling you. You are in love, 
aren't, you? I knew it! 1 knew I could see it in you! Well, 
then I have a job for you, which you are obviously looking 
for . 

"My wife has become quite a shrew, and I can't seem to 
please her in any way' She complains that I'm not the same- 
person that courted her. I think that I could make her happy 
with a sonnet, but my mind is too weak for -such games of 
poetry,' Could you write one for me, with the fire of love 
you are feeling new?" 

Though you are a bit insulted by his pretentiousness, 
you take his quill and parchment. with a single thought of 
Juliet the words leap from your heart, and after a short 
while you hand it to the man. He reads it, smiles and laughs 
with glee, and tosses you a sack as he runs down the street. 
(Add 20 ducats to your Money.) 


C-13 

All day long you have searched and searched, but you 
just can't find work. It seems that no one needs help today, 
or perhaps your rough appearance bothers them. After all, 
you would do anything for a change of clothes' Feeling 
slightly dejected, you decide to eat and find an inn to stay 

X II M 

(Continue your turn with the Hour ishmeni phase,) 


C-14 

It seems like you've asked the entire population of the 
city where you can find the ingredient you need. You've 
heard the same thing aver and over again, so you decide to 
leave the main streets and head to the rougher parts of town. 
In a -few minutes you spot a narrow alleyway, dimly lit by the 
setting sun. 

As you begin to walk down the passage, you stumble over 
a sleeping old man. He smells of strong wine, and his 
startled, wide eyes make you feel sorry for him. After 
calming him down, you offer the- same question- you've been 
asking all day. 
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"I think I can help you, boy. Just a way down from here 
there's a little hidden shop with lots of tubes and plants 
inside. I've never been in there - smells too bad -for me! 
Uh, you need a taste of my bottle? Well, that's OK, you're a 
pretty young one anyway!" 

As the old man laughs to himself, you rush toward the 
place he mentioned. As you suspected, it's an apothecary's 
shop. Once inside, an ancient man with shaking hands sells 
you exactly what, you need. The price is steep. but nothing 
will stop you from waking your loving Juliet. 

(Subtr act 10, 20, or 30 ducats from your Money for Tarragon? 
Hontbretia, or Mister ia repsectively, and add the ingredient 
to your Possessions list. If you do not have enough ducats? 
read this event again after obtaining the required amount. 
DO HOT draw for a new avai labi 1 ity in this city.) 


C-I5 



people pasing by if they know where you can obtain the 
ingredient you need. No one seems to quite understand what 
you're looking for, and you feel embarrassed of your 
persistence. But just as you decide to find a place to lodge 
for the night, a man with a bright yellow feather in his hat 
approaches you. 

"Word gets around fast here, my good man! I hear you're 
having a bit of trouble finding some kind of herb or plant. 
Are you tired of looking, friend"? Cheer up, your worries are 
over, because I happen to have right here exactly what you 
need! And since you're a stranger, I'll give it to you at 
less than I normally charge! What's the word, my good man?" 

With some apprehension, you pay the man what he asks and 
go on your way with the ingredient. All you can do is hope 
its authentic, but somethxng in your hearc tells you it is. 
{Subtract 5, 10, or 15 ducats from your Money for Tarragon, 
Montbret ia, or Mister ia repsectively , and add the ingredient 
to your Possessions list. If you do not have enough ducats, 
read this event again after obtain ing the required amount, 
DO MOT dram for a new availability in this city,) 


_ jo - 


C-16 

You ' vs asked common 
people, servants, and even a 
-few nobility who have been kind 
enough to speak to you in the 
condition you're in. As of 
now, none of them know where 
you can find the ingredient. 
As you walk down the main 
street to find an inn, you 
notice a small boy covered with 
dirt, running towards you with 
a miniature shovel in his hand. 
He bumps into you as he rushes 
to his destination. "Oh! I'm 
really sorry, sir! I've got to 
get home for dinner or my 
father the gardener will be 
very angry ! " 

Though you realize the chances are slim, the mention of 
gardening causes you to ask the boy if he knows about the 
ingredient. "Sure! Father teaches me all about the plants 
he grows! Follow me!" 

You chase after the boy for a short distance, when you 
come to a lavish garden joining a modest house with a grand 
estate on the border of the? city. The boy picks a few 
handfuls of what you need, then runs off to be on time for 
his meal . 

(Add the ingredient to your Possess ions list.) 


C-17 

Confusion and fear fill your mind. Everyone you have 
asked today about the ingredient has given you a look of 
mixed dispair and sympathy, and then walked away. No one has 
even truly answered your question! You have no idea what 
could be troubling them, but it worries you deeply. 

As you are walking towards another person to .ask, you 
feel a hand at your shoulder grab you and spin you around. A 
fully armored, husky man stands before you and scowls, 
"Mordecai has words with you: Come!" 

You really don't have a choice, since the man pulls your 
arms behind your back and pushes you along. The experience 
reminds you of the five week's journey from Verona, so you 
don't resist. Soon you enter a stone house draped with dead 
vines and surrounded by rotting trees. 

i he large room is filled with nooks on every wall. 
There are inscriptions of strange symbols on each tile of the 
floor, and a thin green mist fills the air. You hear the 
door slam behind you, and the armored man is gone, 
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Suddenly, a scarlet robe materializes in -front of you, 
and glows brightly as it hovers there. A booming voice 
strikes your ears. "I, Hordecai , have what it is you seek! 
It is quite rare in this land, and required for many of my 
spells! Therefore, your search is hopeless. However, I have 
need of an ingredient myself - lover's tears. I am willing 
to exchange if you can provide me with this! " 

You agree, but suddenly you find yourself seated on a 
bench by one of the city's less traveled streets. You must 
have sat down and fallen asleep earlier. What a strange 
dream! Realizing you still don't know where you can find the 
ingredient, you think of Juliet in the tomb and begin to cry, 
As your tears fall upon the dusty ground, they sparkle and 
are replaced by sprigs of the ingredient: You quickly gather 
them up and decide not to ponder what has happened. At least 
you have what you came for! 

(Add the ingr edient to your Possessions list,} 


C-18 

Romeo 

Your foe dodges your blow, but your weapon still hits, 
though with less force than intended. No blood is drawn, so 
no lasting wounds are made. 

(Bo not change your opponent's Health level,} 
Opponent 

(Do not change Romeo's Health level,} 


C-19 

■ 

Romeo 

As your weapon whips through the air, sure to strike, 
your fee swings his weapon directly at your own. With a 
tremendous clash, your sword is hit at a weak point in the 
metal and shatters 8 

(Continue the tattle with your dagger. If you are using it 
already* ignore this event ,} 

Opponent 

(Ignore this event. Dram again and refer to the Mounds 
char i . } 


C-20 

Romeo 

Your weapon slices thinly across your toe's flesh. The 
wound is painful, but your fight doesn't slow for an instant. 
(Subtract 1 from your opponent's Health level,} 


Opponent 

(Subtract 1 from Romeo's Health level,} 


C-21 


Romeo 

You lunge at your opponent with a savage thrust, but it 

is quickly deflected. Still, you do tear deep into your toe, 

and yells of torment fill your ears, 

(Subtract 2 from your opponent's Health level,) 

uppon en t 

(Subtract 2 from Romeo's Health level.) 


C-22 

Romeo 

Suddenly, your opponent's guard is down for a moment, 
and at this instant you drive your weapon into your foe. As 
you withdraw, your opponent's scream is justified by the 
blood that pours from the wound, 

(Subtract 3 from your opponent's Health level.) 
Op ponent 

(Subtract 3 from Romeo's Health level.) 


C-23 

R ome o 

In a stroke of luck, your weapon f 
your foe's defense. You slice directly 
and stand hack as your opponent flails 
In a matter of seconds your foe lies 1 i 
(Continue the normal order of your turn 


inds a weak point in 
across a vital spot, 
wildly about in agony, 
tsisss at your f eel™. 


Opponent 

(Subtract 4 from Romeo's Health level .) 



t= F* RAIN Events 


T-l 

The day is warm and you are getting tired. You realize 
that you have much traveling to do, but you still decide to 
take a short rest regardless. After you find a nice spot on 
the ground, you put your head on your sacks of possessions 
and easi 1 y fail asl eep . 

Suddenly, you are awakened by a boot in your side! You 
open your eyes to see a sword pointed directly in your face. 
"Don't be making any sudden moves, friend, I could have done 
the job while you were dreaming, but you had to go and use 
your money for a pillow, didn't you? But since you're awake, 
you can give all your sacks to me... NOW!" 

You cannot survive if your lose all of your possessions. 
As you raise your head, you grab your weapon and quickly 
force the theif 's sword away. You leap to your feet, ready 
for battle. 

(Mhen this opponent ' s Health level drops below 5, he Mill run 
from you. 

Theirs Equal , Health 10 
If you kill this foe, you find 3 ducats on his person and say 
add this to your Honey,) 


T-2 

The sounds of snorting and hooves beating the ground 
startle you. You spin around quickly just in time to see a 
wild boar running directly towards you. His eyes are burning 
red and saliva streams from his tusks - he is obviously on a 
rampage and you are his target. 
(This animal mill fight until de-ad. 

Hi Id Boar: Skilled, Health 6 
If you kill this foe, its flesh is safe for consumption and 
you may add 2 day's food to your Possessions list,) 

T~3 

In the distance you see a band of four rough-looking 
men. They are each carrying bottles with them and walking 
with great difficulty. However, as they get closer you can 
see that there is dried blood on their hands and clothes, and 
they each have stained weapons at their sides. 

You try to hide, but one of them notices you. "SPIES!" 
he screams, "They have found us out! All is lost s " He runs 
away from the other men, but they seem to be more determined 
in what ever foul plot they have begun. They chase after you 
an d over take you . 
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"You'll not be telling anyone you've seen us, lad. 
You'll not be telling anyone ANYTHING ! " You can tell these 
three men are drunk, but the wine has only increased their 
desire to kill you. 

(Battle proceeds with each man separately, and all Nil I fight 
until de-ad. 

Rogue One: Novice, Health 3 

Rogue Two; Novice, Health 9 

Rogue Three; Novice* Health 10 
All fighting abilities are novice because of their 
drunken ess , If you kill them, you find 3 ducats on each man 
and may add this to your Money,) 


T-4 

For several hours you have 
been noticing a set of human- 
like tracks, but they are much 
larger than any you have ever 
seen. You follow them for a 
short distance, and soon come 
to a place where they leave the 
route you are taking. 

You decide to see where 
they lead, but in an instant 
you wish you hadn't? Standing 
in front of you is an eight 
foot tall human, covered with 
hair and carrying a club, He 
grunts and growls at you, then 
suddenly attacks ! 
(This cr eatur e mill fight until 
dead- 

Beast; Skilled* Health 15 
There are no possess ions of 
value on his person.) 



T-5 

Directly next to the route you are traveling is a hugs 
green plant. The leaves are of tremendous size,' and the 
yellow flowers look like they are filled with sweet honey 
that glistens in the sunlight. 

You carefully approach the plant and lightly dip your 
finger in the sticky substance to taste it, hut the flower 
abruptly closes on your hand? The ground around you shakes 
as the plant's root system rises up to grab you. With your 
free hand, you reach for your weapon and start to slice in 
every direction. 

(This creature mill fight until dead. 

Savage Plants Equal, Health 7 
If you kill this foe, the honey from the flowers is safe for 
consumption and you may add 1 day's food to your Possessions 
list,) 
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7-6 


It is late in the evening arid there is a chill in the 
air. Across the bright glow of the moon you see the faint 
shape of something that looks like a bird. It flies 
erratically and makes quick turns. You have the feeling it 
is foil awi ng you . 

ft moment later you hear a shrill squeak and the bat 
swoops down and hovers in front of you. With a green cloud 
of smoke, the creature transforms into a man ! He stands 
before you with yellow, glaring eyes staring from his pale 
face. He slowly opens his mouth to reveal pearly white 
fangs. You draw your sword just as he lunges at you! 
( Hhen this creature's Health level drops below 5, he mill 
leave you, 

Vampire : Skilled? Health 18 
A death biota mill not kill this opponent . Instead, subcr act 
4 fr o m his He al th level , ) 


1-7 

As you travel along your chosen route for the day, you 
come across a large hole in the ground. It's covered wi th 
bits of gravel and a sticky, web-like susbtance. You also 
notice insect carcasses of every kind surrounding the hole in 
all directions. 

To investigate, you throw a rock down the hole. Nothing 
happens, so you oenu over snu look xnsioe. Without warning, 
a foot long black spider races out of his den and crawls 
towards your feet? You leap out of the way just before it 
bites you, 

(This creature mill tight until dead. 

Spider s Novice, Health 5 
There are no possessions of value in the hole*} 


T-8 

The ground around you is covered with a clear, thin 
slime. It makes moving difficult, and the smell is quite 
unpleasant. As you make your way though the slime, it seems 
to be gettzng thicker. 

While watching the oozing ground and trying to move 
normally, you fail to pay attention to your surroundings. 
Suddenly, you hear a loud hiss and look up to see a seven 
foot long lizard, covered in the mess you have been traveling 
through. He speedily sloshes toward you in his secretion, 
and exposes his sharp rows of teeth? You cannot get away 
fast enough in the slime, to escape this threat. 
( Hhen this creature's Health level drops below S, he mill run 
from you. 

Lizards Sk i lied, Health 14 
The fighting ability is skilled because of the slime,} 
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T~9 


You are now passing by the outskirts of a very small 
village. There are a few dirt paths leading away from the 
center of town, and on one of these you spot two men on 
horseback. You can just begin to hear their conversation as 
they ride close to you, since they are very bold and loud, 

"What an easy match! I've never humiliated someone so 
bad in my life!" "You're right! Only a stinking Montague 
would fence that badly! I'd like to show one a thing or two 
right now!" "Look over there. Doesn't that wanderer look 
familiar? I think we've seen him before back in Verona!" 
"That's Romeo, who murdered our kinsman, Tybalt!" 

After hearing this, you immediately speed away in the 
opposite direction, but the Capulets work as a team to 
prevent your escape. You don't want to face them, since they 
are probably distant cousins that Juliet might know! But 
they are determined to fight you, and if 'you die, Juliet will 
as wel I . 

(Battle proceeds with each man separately. Each of them will 
run when their Health level drops below J. 

Capulet Ones Equal, Health 10 

Capulet Two; Ski 1 led, Health 15 
If you kill one or both of them* you find 7 ducats on each 
nan and may add this to your Money,} 


T-10 

As you are finishing up your traveling in the evening, 
you are disturbed by dim pairs of orange lights that appear 
in the air around you and quickly fade. Sometimes you think 
you can hear little high-pitched voices, but you don't quite 
trust your senses because of the strangeness of the 
situation. 

Might begins to fall, and the lights come into view all 
at once. There are seven sets of them, and as you look at 
them with astonishment, faces and bodies appear, revealing 
the lights to be eyes! Seven, white-haired, flying elves are 
hovering around you, poking small spears at your shoulders 
arid laughing among themselves. 

The sight of these little men calms you down, since they 
look so harmless. But unexpectedly, one of them shoots 
searing beams of orange light out of his eyes at you that, set 
your clothes on fire! You quickly pat it out, but now 
realise that you must be rid of these evil beings. 
(Mhen you have killed three of these creatures, the rest will 
flee from you, 

Evil Elf; Equal , Health 5 
These statistics are the same for each foe. If you kill 
them, you collect a sparkling powder from their wings and 
sell it for 10 ducats. You may add this to your Money,} 
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T-i l 


As night approaches, you begin to have an uneasy- feeling 
inside of you. The air seems to be quite cold, and a light 
breeze blows across your face and causes you to shiver. 
While you are noticing how unusually dark it is, your eyes 
are blinded by an apparition in front of you. 

The spirit fades into view slowly, and you begin to make- 
out his features. As soon as you discover the familiar wound 
that you made yourself, you know it to be Tybalt. Instantly 
you are filled with fear. 

"ROMEO! You will never complete your quest. You have 
killed me and are destined to kill my cousin Juliet as well. 
My revenge is sweet, you know. I have watched you from the 
beginning. I ' ve seen your tears, Montague. What a weak boy 
you are, Romeo!" 

In a fit of anger, you throw your weapon at the phantom. 
It flies through the air and crashes on the ground, not 
touching the ghost of Tybalt. "Such a temper, 

cousin-in-law !"' he says, and assaults you with blasts of 
acute chill that flow from his hands! 

(You are power less against the ghost. Dram for three attacks 
for Tybalt and their damage? if successful, After this he- 
mill leave, but add 1 to your Meakness level because of the 
instability of your rage,) 


T-12 

For the last half hour there has been a black cloud 
forming in the sky above you. As you watch flashes of 
lighting, you are amazed at how violent it seems, though 
there is no rain. The darkest region of the cloud is right 
over where you are, and this is beginning to worry you. 

Suddenly you hear a loud clap of thunder. Your eyes are 
blinded by the tremendous flash of a lightning bolt that 
strikes only a few yards away! When the smoke and stirred 
dust clears, you see the form of a woman walking towards you. 

She is wearing a green robe and her black hair is 
streaked with whits. She moves slowly as if she is 
concentrating on something. "You are Chal dorian the infidel! 
I have been summoned by the High Priestess to punish you for 
your deeds ! " 

Of course, you don't know what she's talking about, but 
you don't have time to talk as she hurls an intense fireball 
at you! You duck just in time and prepare to defend 
yoursel f , 

(After five rounds of attack, this opponent will realize you 
are not her prey and leave. 

Sorceress s Skilled, Health 25 
If you kill this foe, you. find an ancient scroll that you 
sell for 3 ducats, Add this to your Honey,} 
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T-13 


A group of armored horsemen pass you on the route that 
you are traveling. You continue on without a second thought 
about them, but in a few moments you hear galloping hooves, 
and soon the men are all around you and begin to speak. 

"IsJe are under the command of Prince Escal us of Verona, 
sir. and we would like a word with you. All of us believe 
that you look like a young criminal that was banished from 
our city in the past. If you know this certain knave, we ask 
that you tell him not to travel in the direction he is going 
- that is, back to Verona. If he asks why, tell him that we 
have been told to prevent the boy from returning by FORCE!" 

Obviously the men know who you are, but are trying to 
scare you into obeying rather than harm you. They begin to 
ride away, but. one of them turns around with his bow and 
fires an arrow. It barely misses you, and convinces you that 
they are serious. 

(If you are- on foot? no damage is done- to you. However , if 
you are mounted the arrow does strike your horse and mounds 
it. It Mill die in 5 turns,) 


T-14 

A few yards in front of you there is something small 
moving slowly along the ground. You speed up a little until 
you are close to it, and you sea it is a robin with a broken 
wing. You stop and pick up the wounded bird. It chirps with 
a bit of fear, but them seems to know that you only want to 
help. You look at the wing, and see there is nothing you can 
do. You think of Juliet, 'wounded" in the sense that she 
cannot help herself, and just as you can do nothing for the 
bird, there is nothing that you can do for her now. Sadly, 
you gently put the bird down and continue traveling. 
(Add 1 to your Weakness level,) 


T-15 

A horse and carriage travel close to you while on 
today's journey. Inside the coach you see a middle— aged 
couple arguing away with each other. The driver tries not to 
notice, but he obviously finds the whole conflict rather 
funny. The man seems to be uspet because his wife did not 
show him a new dress before she purchased it. ''We simply 
arent wealthy enough to buy clothing without both aproving of 
it! What if I didn't like it?" he yells. " I wouldn't care. 
1 wanted it!" she answers. You can't help but laugh 
yourself, and wonder if you and Juliet will ever sound like 
that. Of course not, you think to yourself - you love each 
other far too much. 

(Subtract J from your Meakness level,) 
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T-16 


the shrubbery along the route you 
3 diseased men . They are moaning loudly 


are in great pain, You stop and look at them from 


are 
and 

a 

Thei r 


Hiding in 
t raveling are t >, 
both 

safe distance since you fear of becoming infected 
skin is covered with boils, and their tattered clothes are 
stained where they have scratched and bled. They look as if 
they were outcasts from a city and this place is as far as 
they could go. Behind them you see a rotting corpse of a 
horse, with pieces of flesh missing that you suppose the men 
have eaten. You are very disturbed by this scene, especially 
from the fact that they are absolutely without hope, 
(Add 2 to your Heakness level,} 



T-17 


The sunset this evening is simply beautiful? 
You stop and just stare for a moment at the wander 
of the colorful display. Streaks of gold and red 
lace the skyline, while the glowing orb i 
just beginning to sink out of sight, 
band of orange hues, the stars are starting to 


¥ ee>1 * 


1 i ght. 


night 

A cool breeze blows through 


the 


ne , ready 
ravel ers, 

ou sigh - Nature is at peace tonight. 
Subtree t 2 from your Weakness level,) 


T-18 


your 


weary 
hai r . 


up in a clearing near to 
tly hear sounds coming from 
a bit closer to listen. As you 


A little tent is set 
you. You can fai 
within, so you move 

do, two young men emerge from the tent and 
wooden stools outside. One carries a recorder, and 
the other has a lute. They seem to be traveling 
musicians and they are setting up for practice. One of them 


si t 


on 


opens a carefully written book of 
play. The flute is shrill and joyous, while 
skillfully carries the chord structure. As you 


begin to 
the lute 
stand and 


listen, the melody and harmony fill your soul with much 
needed happiness. 

(Subtract 1 from your Heakness level,} 


T-19 

The sky is black and clouds cover most of the light of 
the sun. Rain pours from the sky, and it is very difficult 
to journey for any great distance through mud. You are so 
wet that your clothes feel much heavier, so they slow you 
down also. Still, you trudge onward, though the crashes of 
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thunder catch you off guard and frighten you. The wind is 
howling quite loudly as well, and blows the rain with such 
velocity that it stings your face as it hits. The weather- 
seems to control your mood, and you begin to think sorrowful 
thoughts, 

(Add 1 to your Weakness level,} 


T-20 

You must, be close to a small village, because there is a 
quaint covered porch structure in the center of a grassy 
mound. A few -wild flowers grow nearby, but your attention is 
drawn away from them by an elderly lady sitting in a 
comfortable chair under the thatched roof. She sees you and 
waves, and then carefully gets up to look at the horizon. 
She reaches for her cane and winces in pain as she stretches 
her back a bit too far, You can just see the sunlight on her 
eyes and wonder what trials and joys she has seen in life. 
The sense of peace in her is overwhelming, and you begin to 
f eel i t yoursel f . 

(Subtract 2 from your Weakness level,) 


T-21 

In the distance you can see a few tents and some horses 
standing around. It looks like a family is going on some 
kind of journey and have camped at this spot for the evening. 
There is a smoldering fire in the center of the semi -circle 
of tents, and a woman with long brown hair is slowly turning 
a bit of meat over it. Closer to you are her two children, s 
boy and girl, playing in a grassy clearing. They are 
wrestling with each other, since the boy has pulled his 
sister's hair. All the while they are laughing, and as their 
mother calls them to eat, they quickly leave their mock 
fight. You think about the struggles in life, and daydream 
of how wonderful it would be to just leave them that easily, 
(Subtract 1 fr ok your Weakness level,) 


T-22 

You are approaching a glorious tree covered with small 
flowers,, Their pink petals are beautiful and the sweet scent 
reaches to where you are. But what makes this dainty tree- 
even more spectacular is the numerous butterflies that have 
landed all over its branches. They fold their wings lazily 
in the sun, and seem so majestic with their orange and black 
patterns. As you pass, many of them are startled and flutter 
about your head. Some even light on you and tickle your 
cheek. The sheer joy of this scene and its acceptance of you 
into it fills you with appreciation of all creation. 
(Subtract 1 from your Weakness level,} 


T-23 


Under a huge oak tree with ample shade, there lies a. 
young man. He looks to be about the same age as you, but the 
differences in your lives are astounding. His clothes are of 
fine silk, and he wears a ruffled collar as well as softened 
leather boots. He nods off from time to time as he reads a 
large book with an exquisite red with gold trim cover. He 
munches on an apple, and sips wine from a crystal goblet. At 
that moment, he seems to be exactly what you wish you were. 
Though you are almost ashamed of it, you dream of having no 
cares at ail. Juliet's face in your mind drives these 
thoughts away and you continue quickly past him. 
(Add 1 to your Weakness level,} 


T-24 


The sound of an arrow striking something 
ears. You look around you to find the source. 


reaches 
and as 

round a thick tree trunk you see the target. Many yards 
is a gaily clad woodsman, practicing his marksmanship, 
takes another arrow from his quiver and pulls back the 
string. In a split second the arrow has traveled 
distance and hit the target right in the center, 
woodsman cheers a bit to himself - he doesn't know you 
watching. He shoots another, but it is taken by the wind 
misses the target completely. You imagine life's tasks t 
just like target practice. Sometimes you succeed, 

what could 


your 
you 


bow 
the 
The 
are 

efii i La 

3 be 
but 


sometimes fate's winds pull you away from 
been perfection. 


t o y o u r Ueak n e ss le v el. } 


(Add 


T-25 


On the border of an expanse, secluded 
estate you see a decorated garden. It is not 
kept up often, but the spread of different z-L 
sorts of plants into others gives it a sense 
of life and activity. In the middle of all of 
this color there is a beautiful blond younq 


of 

her 


the 


girl. Her blue eyes look over a J 
pretty flowers to choose from, and 
lights up with glee. Her light pii 
blows in the breeze as she gathers a 
of every kind of bloom she can find. The 
beauty within beauty of this scene reminds you 
of the lovely soul inside your lovely Juliet. 


face 
k dress 
bouquet 


'el y soul 
You become more determined 
double glory as you move on. 
(Subtract 1 fros your Ueakness level 


o be with that 



T-26 


You pass next to a clear pond surrounded by a peaceful 
grove of shade trees. At the bank of the water there is a 
man dressed in expensive clothing playing with his son. They 
have- a toy boat, and the boy is making it sail through this 
miniature ocean while his father makes crashing waves with 
his hand. By the man's outfit, you assume him to be a 
merchant. He probably doesn't get to spend much time with 
his son, and you are witnessing a precious moment, He seems 
to be telling his son of the storm his ship went through 
during his last voyage - he may have bought the toy on that 
very trip. The child shows his love for his father through 
his wide— eyed wonder. Deep inside you wish that your parents 
understood you as well as this father and son understand each 
other . 

(Add 1 to your Meakness level . > 


T-27 

As you take a short break beneath an average willow 
tree, you decide to count your money before you make it to 
the next city. You retrieve your sack from your belt, and 
untie the drawstring carefully. You reach your hand inside 
the bag, but find nothing: You shake the sack around in the 
air and then notice a gaping tear in the bottom. You look 
around you, but only find a few of the ducats you have lost. 
You can easily fix the sack, but regaining your money will be 
i mpossi bl e. 

(Subtract all of your ducats until you have 3 left. If you 
have less than this amount,- your Honey is now zero,} 


T-28 

The hot rays of the sun beat upon your forehead and 
cause you to sweat uncomfortably. You come across a small 
standing pond that looks clear, and you cannot resist the 
inviting water. It feels cool on your face and tastes fine, 
and gives you enough energy to continue your journey. 

Later in the evening, you begin to feel sick. Your 
temperature is very high and you are nauseous like you have 
never been before. You find it hard to travel because of 
your pain, but after a while you feel better, though 
not i cab 1 y weaker . 

(Subtract 1 from- your Health level,} 


T-29 

It has rained all morning long, and before you continue 
your travels today you try to dry your clothes in the brisk 
wind. Your possessions sacks have kept out most of the 
water, and everything inside of them seems fine. Later, you 


get dressed and prepare to leave again, but as vols put on 
your belt you notice your weapon is badly rusted. It was not 
of high workmanship to begin with, and the condition it is in 
now would not last a second in a -fight. Reluctantly, you 
toss it aside with a sigh. 

(Remove your weapon from your Possessions list, If you only 
have your dagger at this time, ignore this event.) 


T-30 

On your way through a small grove of trees, you spot one 
with several rips apples hanging from its branches. Free 
food is always a blessing to you, so you walk through the 
high grass and bushes of the surrounding area to reach one of 
the tasty fruits, As you stand there eating a juicy apple, 
you are surprised by a sudden hissing sound. In a flash you 
feel intense pain in your right foot, and look down just in 
t i me to see a long green snake slithering quickly away, You 
examine the small wound carefully and bandage it, but it will 
hurt to walk for a while. 
(Subtract 2 from your Health level,} 


T-31 

Ahead of you in the distance is a large, solitary tree. 
It looks extremely sturdy, and its trunk and branches are 
thick and smooth. In fact it seems absolutely perfect for 
climbing, and you decide that its height will allow you to 
get a better view of exactly where you are. You scale the 
trunk up to the lower branches, and then begin to easily 
climb them like a ladder, As you go further up, the leaves 
become thicker and block the light of the sun, making it a 
bit difficult to see. While you are paying attention to your 
feet, you place your hand directly into a beehive hidden 
among the branches. Instantly you are covered in a swarm, 
and try to climb down as fast as possible! Once you are 
down, you roll on the ground for a while and the bees leave, 
but you can feel countless stings all over your body. You 
wisely decide to forget the tree and move on. 
(Subtract 1 from your Health level.) 


T-32 


The wind has been increasing in velocity for 
day. It has now reached a tremendous speed, and 
of travel is heading directly into it. Your hair 
from your face in the same way as the plants ail 
bend under the force of the powerful gusts. You 


the entire 
your route- 
whips away 
around you 
are moving 


not i cab I y slower, but you still do your best to 
against this fierce display of the elements. 
(Hove your playing piece back the last space 
traveled. If you have only moved one space for this 
have just entered a city, ignore this event,} 
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T-33 

You are traveling 

of 
are 

familiar with. You may have 
seen this place on maps before, 
but somehow it just doesn't 
look familiar, You try to 
trace your path by leaving 
stone landmarks- and then 
realize you have been moving in 
circles. Nothing you can do 
will help you find your way, so 
you decide just to travel a 


eciae jusi 
certain di rect i on an til you 
know where you are. Later you 
come to a more recognizable 
landscape, but now you have 
gone off of your intended 


•OU1 


t r a v e 1 e d , 


playing 
Draw a car 


O JL e <L 

••.'/ art 

Ci i. : 


e 

•J p.- 


EE »_ r. 

£>§/e 


rpace you hat'e 
indicated z 


ill Qf f L 


If it j 
Follow 
s pace f 
c i ty . J 


s not possible to move this direction r draw again, 
these instructions even if you have only moved one 
but ignore this event if you have just entered a 


T-34 

The temperature today is extremely hot. There are 
absolutely no clouds in the sky, so the sun shines unhindered 
upon you- The heat is almost unbearable, and you are 
sweating constantly. You shed most of your upper clothing, 
but still are feeling weak. Your skin begins to burn beneath 
the searing rays, and becomes painful to touch. The cool 
breeze that accompanies the night is a welcome relief, but 
you still feel quite drained. 
(Add 3 to your Heakness level,} 


T-35 

For saftey's sake, you have decided to check your food 
supply every now and then to be sure it is safe for you to 
eat. You are doing that at this moment, and you are not 
happy about what you find. Most of the meat you have has not 
been preserved in any way, and as you cut a hunk of it open 


» 


you find a horde of maggots. The sight makes you sick, and 
you throw the piece away from you. Checking the rest of your 
supply gives you similar results, and you are left with a 
much lighter food sack by the time you are finished. 
(Remove 4 day's food from your Possessions list. If you have 
less than this amount r remove aJJ except for one day.) 


T-36 

The smell of death fills your nostrils, and you can't 
determine its source. All you know is that somewhere nearby 
there is a corpse of somekind, hopefully only an animal. You 
decide to take a short walk off of your route to investigate. 
After clearing away some thorned bushes with your weapon, you 
see a piece of rotting beef, covered with flies, hanging from 
a tree by a rope. You begin to walk towards it when suddenly 
you feel your body being lifted into the air! A giant net 
pulls you upside down, and then knocks your head on the 
ground as it descends. Everything goes black. 

You wake up later to find an apologetic hunter cutting 
you out of his snare. "I never dreamed anyone would be 
stomping around out here! Hope you head doesn't feel too 
bad- boy." After thanking him for letting you loose, you 
continue your journey with a headache. 
('Subtract 1 from your Health level.) 


T-37 

You hear the strange sound of magical incantations 
coming from behind you. You turn around to see a three foot 
tall midget, wearing purple robes. His hands are raised 
above his head, and the look of concentration on his face is 
almost comical for someone of his size. He seems a bit 
frustrated. "This spell simply must work! I need to show my 
master that I can accomplish something! Prepare to sleep, my 
victim 5 " You laugh out loud at the little fellow, but soon 
you become alarmed as his hands begin to glow with a yellow 
haze. You back away from him slowly, but it is too late. 
You are covered in the golden glow, and immediately drop to 
the ground. The last words you hear as you drift .to sleep 
are, ! 'lt wortceG ! I really did it ! 11 

(Advance the day marker one add it zonal space on your Record 
Sheet.) 


T-38 

You have been annoyed for the past few hours by a 
persistent buzz in your ears. Also, you keep feeling things 
crawling in your hair, so you assume these clues mean you are 
the prey of bothersome insects. For most of the day you slap 
at your head, trying to rid yourself of the pests. As the 
evening approaches, you see that the insects seem to glow. 
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You still attempt to ignore all of this, but 
surprisingly you -feel something fly right into your ear, and 
instantly your head is filled with a tiny voice, " I am the 
Fairy of Dreamless Nights! Throughout the day I have 
collected the dust of your dreams tor my Royal Feast. It 
wil 1 not be possible for you to sleep tonight, but I do thank 
you for all you have provided." The creature leaves your 
ears, and is true to its word. You are extremely tired, but 
sleep does not come. 

(Add 1 to your Meakness level and do not dram for the 
occur ance of a dream.) 


T-39 

During the night a great tremor in the earth awakened 
you. You quickly opened you eyes to see trees shaking and 
animals running for shelter. After a few brief but tense 
moments, the tremor stopped and you were able to sleep for 
the rest of the night. 

Today, however, you have encountered the results of the 
quake. Looming in front of you is a deep canyon, created as 
the ground split during the tremendous rumbling,, It 
stretches for quite a long distance, and it is far too wide 
to cross with any ease. The surrounding ground must be- 
somewhat dangerous, since your lightest steps on the egde of 
the crevice cause more hunks of earth to fall inside. You 
decide to go around in a large arc for safety, knowing it 
will slow you down for the day. 

(Move your playing piece back the last space you have 
tr ave 1 eo . It you have just entered a city. ignore this 
even t . ) 


T-40 

As you make your way on your chosen route, you come to a 
place where it looks like there has been a battle. There are 
various footprints in disarray all over the ground, a broken 
arrow, and stains of dried blood. Part of the shrubbery 
nearby has been pushed down violently, and you decide to find 
out what happened. As you look over them you see a- dead man 
with a full beard and dark complexion. He looks like a 
common bandit, so the outcome of the fight was probably for 
the good. Next to the body is a chest, and when you open it 
up, you find the last of the man's possessions. You have 
respect for him, though he was an evil man, but you still can 
use the items in the chest. You pray to God for the bandit's 
soul, then walk away with your findings. 

(Add 5 ducats to your Money and 3 day's food to your 
Po sses s i o n s . ) 


_ '2 7 _ 


T~41 


Far away on a grass— covered hill, you see a man on 
horseback. He seems to be watching you with his full 
attention, and you begin to -feel uneasy. You try to act like 
you have not noticed him, but it's obvious that you have. 
Without warning, he kicks his horse and starts to gallop 
towards you with tremendous speed. You try to outrun him, 
but his vantage point has allowed him to get in front of you. 
When you are a few yards away, he yells, "Do not run from me: 
I have been sent, to you - from a friend!" You let the man 
approach and he hands you a leather pouch with a note 
attached. "1 had a quite a time finding you. Good luck, 
Romeo." The mention of your name surprises you, but before 
you can say anything, the man rides off. You read the shcrt 
handwritten note with curiosity. 

Romeo, 

I have sent this gentelman to search the land to find 
you. J hope he doesn't startle you. The Friar has confided 
in me and I know of your quest. I wish you the best of luck* 
cousin. I await your quick return to our city. 

Your kinsman and friend, 

Ben vol i o 

You open the pouch to find some money. The care of your dear 
friend warms your heart. You long for your childhood days 
with Ben vol i o once again. 
(Ado 10 ducats to your Money.} 


T-42 

All around you are the signs of a heated chase on 
horseback. There are hoof prints that abruptly change 
direction, bushes that look trampled over, and a large cloak 
hanging from the branch of a nearby tree. You assume that it 
snagged there as its wearer quickly sped past. It takes a 
while to get it down, but with a good pull it finally fails 
at your feet. As it hits the ground, a small vial rolls out 
of one of the garment's inner pockets. The small container 
is filled with a pink liquid, and is labeled, 'Healing 
Potion". You search the cloak thouroughly, but you find 
nothing else. 

(Add the potion to your Possessions list. You may drink it 
at any time to add 5 to your Health level. The Pile contains 
o n 1 y o n e dose . ) 
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T-43 

There is an ancient man a few 
yards in front of you, slowly walking 
in your direction. His white heard 
flows down to his waist. his clothes 
are tattered, and he wears no shoes. 
Set in his wrinkled face are two 
glazed eyes. He has a cane that he 
•uses to prod the area in front of him 
- he is obviously blind. As you pass 
he holds up his cane to stop you, and 
begins to speak, 

"My son, though I am blind, I can 
see things that others cannot. In my 
•mind I have a vision of dispair - you 
are troubled. 1 can see your 

thoughts." The old man pauses for a 
moment and gazes at nothing. "Your 
loved one is safe, my son. Be at 
peace. " 

As you ask the man a thousand 
Juliet, he silently walks away. Still, his words nave 
strengthened your will and brought comfort to your heart. 
(Decrease your Weakness level to zero.) 


T-44 

The ground in the area you are in is scortched black and 
all plant life is burnt away. It looks like there has been a 
violent explosion here, and you can see where the streaks of 
ash begin to converge to the source of the blast. You follow 
them for a short distance and find the remains of i nd 

of dwelling. The walls are completely gone, but the basement 
still remains deep in the ground. You leap inside, and 
examine the charred surroundings. There are pieces of broken 
glass, melted by the intense heat, and badly damaged books. 
You assume this was a magical workshop of some kind, that mat 
its end with an unsuccessful spell. You decide to look at 
things a little closer, and you find one page of a book that 
is still readable. The title reads, 'Spell of Speed* and 
claims to make a person faster for a day. You decide to keep 
it, then continue on your journey, 

(Add the Speed Spell to your Possess ions list. Mhen you read 
the page, you may move 5 extra spaces during thai turn. The 
Mind then blows the page from your hand, and you cannot 
regain it,} 
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T-45 


While traveling through a small thicket o-f trees, you 
hear several voices yelling among themselves. On the ground 
around you are sets of -footprints and wagon tracks, but they 
are the smallest you have ever seen. You decide to -follow 
them, and soon come upon a tree covered in activity. Two 
-foot tall dwarves are everywhere, running about .and hauling 
tools and supplies in tiny carriages. They have built 
magni f i cant -framework around the trunk o-f the tree, and are 
starting to create a staircase up to the branches. Your 
shadow covers them and they begin to scream. "Don't destroy 
our work: Please!" one of them yells. You calm them down, 
and then learn that all o-f their toil is only to get fruit 
from the tree. You easily pick an armful of it, and give it 
to the dwarves. They are happy and excited, and give you 
some coins that are too big for their pockets f 
( Add 3 ducats to your Honey,) 


T-46 

While traveling along a route bordered by thick 
shrubbery s you notice that one of the larger bushes has been 
trimmed into a cubic structure. As you move closer, you see 
that small windows are cut into it, and you can smell a bit 
of smoke. In fact, the bush seems to be a small house with a 
fire inside to warm its owner! You bend down and look in one 
of the windows, and are surprised to a see a little young man 
seated in a tiny chair. He looks at you and calmly says, 
"Hello! I'd invite you in, but I'm afraid there might be 
problem with that! What brings you to my home?' 5 

V du e coiTspl sLsrrx y astoni shed ^ but tiianage to eel 1 toe 
man your story, figuring that word won't spread too fast from 
him. He replies, "Well,, I think I can help you! I'm really 
a normal man, just like you, but I enjoy my privacy. So, 1 
cast a spell on myself to make me like I am now. Yes, I've 
got the 'gift' of magic, as they say. So, how would you like 
a scroll to make you invisible? I think you could use it in 
a tight soot!" 

You accept the miniature paper and thank the man. You 
can't help thinking how nice it would be to get away from all 
of your problems, but living in a bush seems a little too 
extreme ! 

(Add the scroll to your Possessions list. You may read it 
before any battle to become invisible. At thai time? do not 
draw for your opponent s attacks. After reading the scroll 
once r the words vanish and the paper is useless,) 
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T-47 


! he scent 


that you are 
smelling is simply wonderful . 
It is the most appetizing aroma 
you have ever experienced, and 
you are compelled to find its 
source. Although it is 

difficult to follow the smell 
T* in the wind, you manage to find 
S 5 -- a small clearing with an 
r -'-r; ; elaborate cottage in the middle 
g-- of it. The scent is 

its! overwhelming as you approach 
"the door. You knock on the 
' ' engraved oak wood, and a large 
man wearing an apron answers. 
"Ah, you're just in time, my 
boy' You must try my new dish! 
This is the first time I've 
ever cooked it!" 
The chef grabs your arms and pulls you into the kitchen, 
the largest room of the cottage. He seats you and begins to 
remove the lids from steaming pots over a roaring, contained 
fire. He sets before you the most exquisite meal you have 
ever eaten. Course after course, t 
and asks for your every comment. A 
wine and luscious chocolate, you 


you f i n i sh wi th 
are stuffed. 


hank you, m^ 
escorts you. 


success : 
king ! " H 
his meal anew. 
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T-48 

A huge storm has recently drenched the area you are 
traveling through, and there are still many puddles and even 
small streams in low spots on the ground. You have seen no 
sign of anyone near the distant dwelling you are passing, and 
you assume that they all left when the flooding began. You 
become curious, and stray from your route of travel so you 
can get closer to the farm house and barn. The house is 
still filled with a few inches of water, and it is obvious 
that the family has taken everything with them, and doesn't 
plan on returning. You decide to examine the barn, and 
discover that they used it for their food storage! Most of 
if has been ruined and spoiled by the rain, but after you 
look carefully you find some dry loaves of bread and quite a 


bit of cheese. As you fill your sacks with these you think 
about the uncertainty of life, and how even Nature can be 
beautiful yet devastating, much like your relationship with 
Jul i et , 

( Add 5 day's food to your Possessions list,.) 


T-49 

During your travels today, you have become very thirsty. 
You leave your route of travel for a while to find a stream 
to drink from, and in a short while you see a beautiful pond 
surrounded by lovely flowers. The water shimmers and glows 
like liquid silver, but you still wonder if it is safe to 
drink. Just then, a baby deer runs to the opposite bank, and 
as you hide, it takes a few sips without noticing you. 
Suddenly, the deer leaps into the sky and soars over your 
head 5 It gracefully lands behind you and goes on its way- 
Amazed at this, you try it yourself, and find that you can 
jump an incredible distance! You eagerly take some of this 
silver water with you for later. 

(Add the water to your Possessions list. You say cross the 
next river you come to without drafting* If you are mounted? 
you have enough water for your horse as well, You have only 
enough for tine crossing.) 


T-50 

As you journey across the countryside in the evening, 
you are startled by a flash of bright yellow light, It 
almost burns your eyes, but somehow you can bear to look into 
it dispite the pain. The glow begins to dim somewhat, • and 
you are filled with a sense of peace and brotherly love. 
There in front of you, bathed in twinkling amber stars, is 
your chi 1 dhood f r i end , Mer cut i o , 

"No, this isn't a dream, my friend. Queen Mab has 
nothing to do with it! Ha, ha! I am here to wish you good 
fortune in your quest, Romeo. I'm glad that I know the whole 
story - now I have an explanation for your behavior with my 
favorite murderer Tybalt! I do apologize for my last words 
to you. I am more content now than I ever was. Be 
confident, Romeo, and don't think so much ! The less you 
ponder the less you will wander! I'll be watching over you, 
my friend. " 

Mercutio vanishes without a sound. You feel just like 
you were back in Verona walking and talking with him again. 
Your heart is filled with his care for you, and comfort, 
envelopes your soul. 

(Subtract 2 from your Weakness level,} 


T-Sl 


Ahead of you in the distance you can see a large caravan 
of royal proportions. In the front is a decorated carriage, 
covered with gold trim and beautifully painted. There are 
over 40 horsemen surrounding the carriage, looking around 
cautiously. All of them seem to be noblemen, though there 
are a few in the rear who you assume to be servants of the 
person in the carriage. You hurry for a while and in time 
you catch up with the men in the rear of the caravan. They 
are very friendly and eager to speak with you. "Hello, 
friend! Are you heading in our direction"? .Join us!" They 
explain to you that a queen of a far away land is in the 
carriage ahead, and they are extremely bored and weary of 
traveling behind her with no one to talk to. You gladly 
follow them for the day, since they are taking the same route 
you had planned to travel. It's nice to have people accept 
you as a friend, and it makes you feel warm inside. 
(Because the caravan moves at an even pace r you have tr aveled 
a greater distance for this turn. You may move your playing 
p i e c e a n a o'.-i i t i o nal 2 spaces . ) 


T-52 

"Help! Someone help me!" The cry is desperate as it 
reaches your ears. You speed up your pace and try to follow 
the sound. You enter a small grove of trees and find a 
lavish carriage sitting by itself. There is an expensive 
cloak and other garments draped across the side. The voice 
yells again, and you find its source in the middle of a clear 
pond. An extremely fat man in his underclothes is bobbing up 
and down, unable to swim, and drowning fast. Without a 
thought, you leap in and grab him. He is difficult to get to 
shore, because he won't stop flailing his arms about - he is 
truly terrified. After he calms down a bit he tells you his 
story. 

"The water looked so cool! I never thought it would be- 
that deep, but I slipped on the muddy bottom and found myself 
in the middle! I would have drowned if you hadn't come 
along! What can I do to repay you, my friend?" 

As you talk with him, you find out that he is a 
traveling merchant and as rich as his clothes and carriage 
suggest. You try to refuse his payment for your rescue, but 
he insists you take it. The merchant thanks you again and 
rides away. 

(Add 10 ducats to your money.) 


Event: 


V-i 

A group of young boys are playing in the street. As you 
walk by them, they see your weapon hanging from your belt and 
converse among themselves. Soon, a red— haired lad runs 
towards you and tugs at your coat. 

"Sir, me and my friends are playing swords over there, 
and all we have are these old branches to use. Could we 
borrow your sword for a while? It would be lots more fun!" 

You explain to the boys that they could get hurt using a 
real weapon, but take a few moments to shape some of their 
branches into blunt swords, and tie on a pretend hand guard 
with some string. The youngsters are- thrill led, and play 
mer r i 1 y . 

As you walk away, a middle-aged woman approaches you. 
"I want to thank you for playing with my children. They seem 
to be enjoying the toys you made for them. 3 -' You smile and 
try to refuse the money she gives you. but she insists, 
( Add 2 ducats to your Money.} 


V~2 

The day is almost over and you are looking forward to 
getting some sleep. You are heading towards an inn across 
the street, when suddenly you hear, "There's the knave!" 
Three muscular men in servant's clothes rush up and seize you 
before you have a chance to take action. A moderately 
wealthy woman points her finger at you and screams, "He's the 
one who stole my jeweled necklace!" The men begin to push 
you among themselves with increasing violence,, 

Before you can explain your innocence, two of the town 
watchmen spot you and the scene taking place. "There they 
are again!" you hear, and in an instant the group has fled, 
leaving you shaken. You speak with the members of the watch. 

"Those scoundrels have been doing this sort of thing for 
weeks! They usually get away with it, since most folk who 
see them believe their false accusation and assume justice is 
being done. You're lucky to be alive, son. We found the 
last poor soul they attacked in an alley. You better get 
inside now — the streets are rough in the evening!" 

That night you lie awake thinking about death. Because 
you have come close to it, you feel nearer to Juliet's 
situation and you become quite upset, 

(Because you cannot sleep* add 1 to your Heakness level and 
do not draw for the occur ance of a dre&m.J 


V-3 


While you have a little spare time on your hands, you 
take a quick walk down the city's busy streets. Just off of 
the most traveled road there is a small garden with an open 
gate. The wonderful smell of the flowers and the sound of 
spraying fountains beckons you to enter. 

You make your way down narrow paths covered with arches 
made of trees. Soon you enter into a small clearing, where 
there is a table and two chairs. A balding, elderly 
gentleman sits there, busily setting up a chess board. 
"Praise be to Bod, someone has comet Sit down, child, sit! 
No one in this city has time for chess these days, I sit 
here every week hoping for an opponent to wander in. You do 
pi ay , don * t you?" 

After telling him it's been quite a while, you decide to 
give it a try. The man is quite clever, and captures most of 
your best pieces early. But you remember a trick that 
Mercutio showed you once, and sneak a pawn in to be queened. 
In a matter of moves, you have won . 

The old man is thrilled. "I've not seen playing like 
that for 30 years! Come, won't you dine with me? You 
deserve a victory feast!" Right there in the garden you have 
a quick but wonderful meal with the man, thank him, and leave 
will a full stomach and a happy heart. 

(You may skip the Nourishment phase of this turn, Do not 
deduct food from your Possess ions list.) 


V~4 

As you walk through the city, you see people of all 
types. Sometimes you notice that certain citizens don't go 
to different parts of town, but you note that in every 
section there are always beggars. While you ponder their 
lifestyle, at that moment you are approached by five of them. 

"Kind sir, we can see that you don't have much more than 
ourselves, but seeing that we are more unfortunate than you, 
we still ask for alms." "ALMS!" they yell in unison. 
"Remember, if you will, the widow's offering, the last money 
she had in the world. She gave it to charity, sir, and our 
Lord blessed her for it.! If you're in need of blessing, give 
us alms." "ALMS!" they cry again. "Think of all the..." 

You interrupt the group by opening your coin sack. 
Though their methods are questionable, you cannot help but 
feel as sorry for the beggars as you do for yourself. You 
toss them each a ducat, and walk away from their pitiful 
expressions of thanks. 

(Subtract 5 ducats from your Honey, If you have less than 5 
ducats f decrease your Money to 1.) 


There is a big commotion on the street corner in front 
of you. As you walk up to the large group of people, they 
begin to clear away into a circle. In the center of them a 
small, wooden platform stage is being set up by a group- of 
four man. Soon, one of them with a large moustache steps up 
and addresses the people. 

"Gather round, everyone! You are about to see one of 
the most exciting and rewarding plays ever to be performed in 
your city, written by our excellent company! I do warn you 
that one of our fine actors will be playing two parts today, 
as the original performer has taken ill. So now, prepare for 
entertainment! Any appreciation you have for us may be shown 
freely, of course!" You watch him toss his large hat on the 
front of the stage to receive the crowd's ducats. 

The play begins and is actually very good. Suddenly, it 
all seems very familiar to you, and you remember that this 
same company was in Verona a few months ago. You had liked 
the play so much that you bought a prompt book from them and 
had gone over the lines with your friends for fun. When one 
of the actors begins to double parts, you are taken with the 
mood and begin to recite the lines! In fact, you step onto 
the stage and finish the performance with the group to a 
resounding applause! 

The head actor is amazed. "That was incredible! I 
think 1 remember you from somewhere before. Have we met? Of 
course! 1 never thought you would take the prompt book this 
seriously! well, you deserve some ducats, friend — the hat 
is full! We could really use you in our group!" 

You refuse his offer of joining, but certainly you take 
your share of the money. The experience has made you miss 
the simple life of your childhood that you once had. You 
spend the rest of the day daydreaming of your past. 
(Add 8 ducats to your Honey.) 


V-6 

During your stay in this city, you have been noticing 
several people who have become sick. It does not seem 
serious, but the speed at which the disease is speading 
worries you. 

That night, your fears are justified. You break out in 
a cold sweat, and spend several hours coughing. You feel 
very weak and scared of what will happen to you. Still you 
remember hearing people talk of the disease running its 
course, and you are comforted by the fact that it will 
probably go away soon. 

(Suhtr set 1 from your Health arid Weakness levels for the next 
3 tur jis . ) 


V-7 


A young man with short hair and wearing a black cloak 
gets your attention as you start ho end your day. He 
whispers to you in a manner which you don *t fully trust, but 
you listen to him anyway since- he is so close to your age. 

"Listen, I need your* help, I'm not supposed to let 
anyone know this, but I ' m an apprentice of a wizard in this 
city. I *m trying to learn the magical arts so I can amaze 
the crowds -for money and take care of my parents! My teacher 
is very good, but. he requires me to pay for just about 
anything he needs: I was told to gather -food for a feast 
tonight, but I'm out of money! Please, can you help me? I 
have a charm that I can sell you - I made it myself! Wave 
this medallion in the sight of danger and you will instantly 
travel to the point in time where the danger has passed - 
without harm! Will you buy it?" 

(You may chose to purchase or refuse the charm. If you 
pur chase it, subtr act 15 ducats -from your Money and add the 
charm to your Possessions list, Mhen faced tuiih tattle? you 
may use the charm and ignore the battle completely without 
f i g h t i n g it- The chars i s d e s t r o y e d a f t e r o n e u s e - ) 


V-B 

During the middle of your day, you become sleepy. You 
notice a particularly comf ortable-1 ooki ng bench under a tree 
with much shade, and drift off into a restful nap. 

When you wake up, you are in for an awful shock. As you 
put on your clothes and gather your possessions, you notice 
that they have been gone through! Checking them over, you 
find that certain things have been stolen by thieves! They 
took nothing of great value, but you are still discouraged by 
this bad luck. 

(Subtract 4 ducats from your Honey and deduct 2 day's food 
from your Possess ions list. If you have less than this 
amount f the thieves have taken all you have,} 


V-9 

"Yes, anyone! I'm better than anyone ! " You discover 
the voice belongs to a drunken nobleman with a fanciful wig 
as he bursts from his home into the street, and stares wildly 
at you. "I'm better than you, too! Let me show you!" He 
grabs you by the shirt and drags you into his home. You 
allow him to simply because you wonder what in the world he 
is raving about. 

Once inside you see a plump young girl laughing gaily as 
you are forced into a chair. The- crazy gentleman throws a 
lute and you catch it just before it hits the floor. "I tell 
you truly, dear one, that 1 am the best at the lute 
anywhere!" Ha takes a tremendous gulp of wine and plays a 
fast and skillful tune on another' lute. 


- 37 - 


While you sit there staring, he screams, "Do better! 
She must see that I'm the best 1 " Each time the man raves, 
the girl laughs even louder. You reluctantly play a little 
song that you learned when you were nine, trying to remember 
the exact fingering. When you finish the man grabs the lute 
from you and starts to yell at the girl, 

"1 told you the truth! If I am better than this most 
famous musician here, than I am the best anywhere! Surely 
you will kiss me now, sweet"? 11 As you try to leave an 
embarrassing situation, the man swings around to watch you 
leave and throws you his goblet as he says, "Thank you for 
the contest, most honorable man!" 

You leave "him in his drunkeness with wine all over your 
clothes. However, you sell the goblet for a good price and 
press on, though constantly thinking of the games of love 
that you may never play. 
(Add 12 ducats to your Money,) 


V-10 


While you are walking to an inn during the night, you 
are suddenly assaulted by two men. They point their swords 
directly at you with obvious intentions. "Your ducats! Give 
them to us or taste our steel ! " As you reach for your money 
sack you remember how little you have and how much you may 
need co duv H 

(You may choose to give the men your ducats or fight miih 
them, If you do not battle? deduct all of your ducats from 
your Money,, If you fight? battle proceeds with each a an 
separ ately . 


Attacker Ones Novice? Health 10 


Hea. 


If you kill your opponents r you find 2 ducats on each 
may add this to your Honey,) 


V-ll 

Across the street from where you 
are, you see a group of children 
gathered around a jester . As you 
walk closer, you see the bells on his 
feet, the floppy hat, and the bright 


tnd 


entire outfit. He laughs and dances 
and makes the children clap and sing. 

You stand off to the side of the 
fun and simply stare with warmth in 
your heart. The jester picks up one 
of the kids and carries him around, 
and as he puts the boy down, all of 
the other children yell for their 
turns. You wish you were there with 


:hem 


life would be so easy. 
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Before walking away, you toss a coin to the jester and 

smile at him. He smiles back for a moment, but soon has his 

attention back on the boys and girls. You are filled with 
appreciation for the simple joys of life. 

(Deduct 1 ducat from your Money and subtract one from your 
Weakness level*} 


V-12 

You are sitting on a bench watching the stars after a 
busy day. Peaceful thinking feels so good to you, and you've 
been able to do little of it recently. This is much needed 
time of relaxation. 

Without warning, your rest is turned into torment. A 
few yards down the street you see a* young lady walking arm in 
arm with a handsome gentleman. The closer she gets to you, 
she reminds you more and more of Rosaline! 

Her facial features are lovely, and you can barely hear 
her sweet voice talk to him about the beautiful moon. For a 
moment you are swept away in your past memories of her. She 
is only a few feet away from you, and you feel an incredible 
urge to speak to her. 

Painfully, you turn your head from her sight. All you 
remember is the agony of refused love, and try to seed your 
mind with the brief happiness of your times with -Juliet. You 
hear the couple pass you by, and feel a confusing tear roll 
down your cheek. 

{ Add 1 to y <j u r Weakness 1 e v el , ) 


V-13 

Before the day ends, you notice that the streets are 
getting extremely crowded. More than half of these people 
are of the lower classes, and you see that they are 
anticipating something that will bring them joy. You join a 
group that lines one of the streets nearby. 

Soon you hear a flourish of trumpets. You see a large 
compliment of men on horseback, dressed in fine silk tunics 
of many colors. In a carriage behind them sits a proud man 
in his fifties holding a large, heavy sack in his lap. The 
horseman in the rear of the ensemble yells at the top of his 
lungs, "All gather to respect and honor the benevolent 
Lucciano, our ruler!" 

The crowds cheer, and you soon find out why. As the 
ornamented carriage passes, the ruler throws handful s o-f 
ducats into the masses of people. You manage to grab a few, 
since you need them as badly as anyone else. As you walk 
away from the scene, you cannot escape the image in your mind 
- a man tossing scraps of food to his dogs. 
( Add 3 ducats to your Money,} 


It is late evening when you reach the outskirts of 
Verona. As you hide and Natch the streets, you are glad to 
see that there are few people walking about. Using the 
shadows as your protection, you slowly make your way toward 
the churchyard and the Capulet ' s tomb. 

On your way, you are nearly spotted by a young couple 
taking a romantic stroll. The man kisses the girl's hand as 
they talk softly with each other. From your hiding place in 
an alley, you get a close look at them as they walk by. You 
are amazed to see that the man is Paris; You think to 
yourself that grief for a loved one should last more than six 
weeks, and from the looks of this relationship, it hasn't 
even been that long! Controlling your anger and disgust, you 
leave the alley and continue to the tomb. 

The churchyard is in sight at last! The moonlight is 
especially strong here, and shines down through the scattered 
trees directly onto the gate. You begin to try the lock, but 
it rattles loudly as you attempt to open it. The noise 
alerts three men nearby, obviously under command of Escalus. 
"Stop there! What do you think your doing? This is a place 
of the dead - you have no need to be here at night! Wait,.. 
Aren't you the Montague- lad?" As soon as they notice you 
they draw their swords, You realize that they have orders to 
ki 11 , 

(Battle proceeds with each man separately . The three guards 
will fight until de-ad. 

Guard Ones Novice , Health 5 

Guard Two: Equal? Health 1-0 

Guard Three: Skilled, Health IS 
If you survive, cont inue reading.) 

You quickly look around you to see if anyone else is 
approaching. Once you see that you are sate, you kick the 
rusty gate open with renewed strength from your battle. 
After entering the churchyard, you rush to the storage shed 
next to the church, and find a couple of torches and a 
crowbar . 

As you look all around for the tomb, it begins to rain. 
The ground becomes quite muddy, and you lose your- footing a 
few times and fall. You throw all of your possessions off of 
you so they won't slow you down, and are left only with the 
torch, crowbar, and the antidote. The rain increases and 
lightning fills the sky as you spot the tomb. 

Your hands are wet and make using the crowbar difficult. 
Your hand slips a few times, but the tomb finally opens. 
Suddenly, you hear voices and fast-paced footsteps quickly 
approaching! You leap inside the tomb and search for your 
1 ove. 
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In a split second you have found her - your wife Juliet. 
Her beauty is unspoiled, and your heart races as you touch 
her soft, hand and find it cold, hut not rigid. You lift her 
up and hold her in your arms, as you gently pour the antidote 
down her throat. Instantly her arms return your loving 
embrace, taut then are suddenly limp ! You look in her sleepy 
eyes and listen to her first words in six weeks a "My 
Romeo..,, You have saved me, my love. I'm so weak..." 

As Juliet sleeps once again in your arms, a horde of 
people arrive at the tomb. The prince orders his men to 
seize you., but just as they do, you hear the Friar's voice in 
the distance, "Hold? Stop* There is more to be told!" The 
prince's men unhand you just as the Capulets and Montagues 
arrive. Old Cap-ulet is yelling curses while your father- 
stands astonished. 

"There shall be silence! Let us hear the Friar," 
Escalus orders. Friar Laurence tells the entire story. You 
listen with as much curiosity as everyone else, and learn 
that Juliet is simply weak from her ordeal, but quite alive. 
As he finishes the tale, you begin to realize that you are 
finally reunited with your love. Tears of joy begin to fall, 
and after- a moment you see that everyone is watching you, and 
many of them are crying too. 

"A love such as this has not been seen in our family in 
a long time. You have a noble son, Montague," says Old 
Capul et . "Never have I seen such bravery to stand against 
certain death. Your daughter is worthy of honor, Capul et," 
replies your father. There is a long silence as the two men 
forget their hatred and embrace. Your mother and Lady 
Capul et are crying as they run to you and Juliet, who is 
awake once again. As the rain stops, the sun begins to rise 
on this tender scene, and prompts the prince to speak. 

"A shining peace this morning with it brings. 
The sun rises and proudly shows his head. 
Go hence, to dance and celebrate these things; 
All are now joyful, no tears will be shed? 
For far and wide this glad tale will be told 
Of Juliet, and the quest of Romeo." 


